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It's a great time to be gaming 
on PC, as the studios are finally 


F 


GRID 2 


realising the untapped potential Dishonored Company of 
», of our delightfully challenging rderla Heroes 2 
platform. They're realising that Alien Spidy 
the extra effort it takes to optimise code for Thomas Was 
different hardware configurations is actually worth Elder Scrolls Alone 
it in the long run, as games on PC tend to have a V: Skryim - 


much longer sales tail and there aren't any platform 


Dawnguard 
holder obstacles to stand in there way. 


This month we have three great examples of that 
recent step forward with Darksiders I coming to PC 
on the same day and date as the consoles, an indie 
platformer named Thomas Was Alone that would 
never have seen the light of day on either Xbox 
Live or PSN, and finally Prototype 2, a port that 
shows that even top tier releases aren't always 
what should be. 


Cranberry Publishing Limited 
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Publishing Director: Dave Taylor 
Email: dave.taylor@cranberrypublishing.com 
Editorial Director: Dan Hutchinson 

Email: dan.hutchinson@cranberrypublishing.com 
Commercial Director: Duncan Ferguson 
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Call Duncan to discover how e-publications can work 


for you! 
Editor: Andy Griffiths 


Sure developers won't hit it out of the park at every 
opportunity, but this new trend of chucking 
anything and everything onto our platform should 
lead to more great games heading our way. Variety 
really is the spice of life. 


Subscribe to PCGZine for 
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PUB: CODEMASTERS 
DEV: IN-HOUSE 
ETA: 2013 


Codemasters’ best returns! 


t's hard to believe that it’s been four years 
; since Race Driver: GRID was released on PC. The 
multi-disciplined racing game featured single 
seaters, touring cars, muscle cars, drift machines 
and even the almighty Le Mans 24 Hours, but the 
second entry in the series seems to be taking a 
more casual approach. 
Codemasters has gotten rid of the in-car cockpit 
view and all racing aids in the aim of producing a 
prettier experience, with a handling model which is so 
deep that all petrol heads, regardless of their experience, 
will get to grips with it. Sounds like a big ask to us, but 
at least the premise isn’t changing, with players once 
again touring around the globe taking part in various 
different motorsports including a mode that sounds a lot 
like Touge, and urban street racing. Cars will crumple in a 
much more realistic manner than GRID and the handling 
is more responsive to the tune of 1,000 samples a second 
— that’s near enough double the response of the original. 
There's still lots to be confirmed regarding GRID 2 
including the team-orientated career mode and the 
inclusion of licensed series, and we suspect those details 
will become known post F7 2072's release. ™ 
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Bigger, longer and uncut 
Te have been some truly terrible South Park games. Ever since the 


series first appeared on our TV screens 15 years ago, gamers have 

had to put up with money grabber after money grabber, be it that 
awful first-person shooter, puzzler or worse of all, that bloody kart racer. It’s 
no wonder that Matt Stone and Trey Parker are guiding the next attempt 
themselves with plot, dialogue, quest design, weapons and pretty much 
everything else crafted by the comedic duo, in collaboration with long-time 
RPG specialists Obsidian Entertainment. 

The look of the game perfectly emulates the feel of the show, and from the brief 
vertical slice we witnessed, the comedy has come across, too. The demo featured the 
new kid's parents locking him out so they can ‘wrestle’ upstairs, Cartman labelling the 
protagonist a douchebag despite a prompt to enter your name. A traditional 
Chronotrigger-esque turn-based structure handles combat, allowing special guests like 
a AK47-packing Jesus and Mr Slave to ‘swallow up’ the competition, whereas in the rest 
of this game you'll be wandering around town talking to characters. Fun, fearless and 
fantastically offensive, this could be the best South Park game to come along in years, 
and with a great developer behind it, we're keeping all of our fingers crossed. m 
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ver the years we've with smaller, softer-looking 
© lots of developers drivers and track layouts which 
take their shot at riff wildly on Hermann Tilke’s 
emulating the world’s most boring layouts with corkscrews 
popular motorsport discipline, and loop-de-loops. F7 2012 will 
yet nothing prepared us for still offer the more traditional 
Codemasters’ approach with sim-orientated experience you'd 
FI Race Stars. The colourful kart expect, but F7 Race Stars will 
racer takes the Formula One take Bernie Ecclestone’s baby and 
license and makes it much cuter dial it up to 11. 
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Assessing the Asura 


PUB: 

DEV: 

LAST GAME: Bee: are a clever bunch. 

ETA: Before Guild Wars 2's launch 
they've hosted at least six 


different Beta weekends to show 
off their highly anticipated fantasy 
MMORPG, but rather than show 
their cards to the masses early they 
held back two of their most unique 
classes until the final test event: 
the Asura and the Sylvari. The first 
isarace of plant people who are 
literally grown from underneath 
a giant tree and the latter are 
a race of smart-mouthed little 
people who are by far the most 
technologically advanced race in 
the game's continent of Tyria. Each 
of these archetypes bats against 
the established fantasy tropes worn 
thin by practically every other online 
game out there, and as a result they 
stand out — the Asura especially. 
Sure the mechanical maestros 
were in the original Guild Wars’ 
final expansion, Eye of the North, 
but in the sequel for the first time 
they are playable, and from a brief 
weekend running around as one 
of the ‘wee’ inventors we found 
them to be just as entertaining as 
they are unique. 
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Please add double jumping to 
Guild Wars 2. It would make me 
< fq buy your game! 


While I’m playing other great 
games, | keep thinking “but I’d 
rather play Guild Wars 2...” 


According to @Wartower, 
ArenaNet will only attend 
Gamescom to chat with the 
community. 


Scumbag @ArenaNet, releases 
new @GuildWars2 video the 
moment | turn off my PC and 
leave the house! 
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As always with Guild Wars 2, 
our adventures began carefully 
creating our character, and therefore 
answering a range of personal 
questions about his/her past, 
motivations and favourite tools — a 
question that’s very unique to this 
race — before we actually got to start 
our adventures. 

Seeing as the Asura are known 
more for their brains than brawn, we 
thought carefully about which class 
to choose. The Engineer was the ideal 
choice, thanks to the ability to cast 
out an array of turrets at any time, 
but instead we went for something 
completely different — a Guardian. This 
class is mostly melee-focused like the 
Warrior, but rather than being only 
about hitting things in the head, the 
Guardian is actually more of a support 
class with abilities associated with 
creating area of effect healing and 
increased damage spells, but what's 
more interesting is that our particular 
character could call in a giant ethereal 
sword to slash enemies to death. Let 
us just say that again, a giant ghostly 
sword which hops along and slashes 
any enemy you like — insect, golem, 
fellow Asura or whatever — in the 
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face before disappearing after 
around 12 seconds. That's cool, and 
delightfully silly at the same time, 
but it kind of sums up nicely what 
the Asura are all about as ArenaNet 
has crafted a really fun plot for 
these guys. 

The other races — Humans and 
Charr especially — focus on the 
grander narrative of a giant dragon 
coming along and laying waste to 
huge sways of the Tyrian continent, 


Would you like a giant walking and swiping sword 
to help you in battle? Of course you would. 
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and the amount of suffering which 
defines the two centuries which 
have passed since the first game. 

The opening to the Asuran story 
has none of that for the first five 
hours at least, with the plot focusing 
on arift in the faction between 


“The Asura are the 
best class to start your 
adventure, purely 
because the core 
story is so funny” 


the evil Inquisition who practice 
science at any cost and the more 
environmentally conscious regular 
folk. The surprising thing is this 

civil war context is fairly bright and 
breezy with giant malfunctioning 
robot golems running amok in 
Metrica Province and plenty of 
banter between inventors as they 
doubt each others’ scientific prowess 
in amanner that channels Mordin 
from Mass Effect 3 and the cleverest 
mouse from Pinky and the Brain. 


It's obvious why ArenaNet has 
saved these guys for the final Beta 
event, as in our opinion the Asura 
are the best class to start your 
adventure with, purely because the 
core story is so funny, interesting and 
completely alien to the MMO genre. 

Even the quest structure is a little 
bit different with puzzle-orientated 
mini-games punctuating the 
traditional ‘go here, kill these guys’ 
formula which makes some of the 
quest progression feel like less of a 
slog. The split between instanced 
story-based content and public 
events is still the same as for other 
races — around 30% versus 70% 
respectively — but the location-based 
quests just seem more interesting. 

We helped local inventors 
research wildlife, take down ancient 
constructs newly empowered 
by strange devices, and searched 
around the Asuran province which 
regularly surprised us with strange 
cube temples and floating electrical 
orbs of awesomeness. 

The Guardian profession was 
better than we were expecting 
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too, due to Guild Wars 2 being 
fundamentally more social due to 
the nature of the public questing 
system. Whenever you enter a new 
province you're encouraged to 
speak with a scout NPC, designated 
by a spyglass floating over their 
head, and from there you're shown 
on the in-game map where the 
nearest multi-tiered quests are 
located. From there you simply 
meander over to said area and 
start interacting with elements in 
accordance with the objective, 


protect important NPCs or take out 
rampaging enemies with whomever 
else is in the area. This established 
system can be found in other 
MMOs, but it leads to servers feeling 
alive with activity and a suspicion 
that giant battles, as long as you're 
standing in the right place, can 
happen with multiple players at any 


“The MMORPG sub- 

ae has been in 
ire need of genuine 

innovation for years” 


time. There are also other public 
server events with boss characters 
suddenly appearing or auto-travel 
waypoints being invaded and 
contested by Al factions. All these 
features play into the living world 
aspect of Guild Wars 2, but not all of 
them are winners. 

To encourage further exploration 
ArenaNet has added vantage 
points into the game world which 
involve scaling the sides of massive 
structures, carefully jumping from 


platform to platform in order to get 
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to the top and get a better view of 
the world, gaining another valuable 
notch on your area completion 
ratio. This idea is a great one in 
principle, but the problem is that 
the server latency for Guild Wars 2 
isn't low enough to make accurate 
platforming possible, so instead 
most of the time youll try to get to 
the top and find that your inputs 
aren't properly registering or worse 
you've nudged your character too 
far along due to the positioning not 
updating fast enough. This is a small 
problem, but when you apply that 
increased latency to combat and 
other interactions, you discover that 
perhaps the server infrastructure 
isn't as slick as it first appears. 

Guild Wars 2 is definitely worth 
everyone's time, and the Asura 
certainly seem the best class to start 
off with, especially if you enjoy 
intelligent dialogue and innovative 
ideas over the sullied traditions of 
regular fantasy offerings. The MMO 
sub-genre has been in dire need of 
genuine innovation for years at this 
point, and Guild Wars 2 absolutely 
has that, and best of all without the 
pressures of a subscription fee. m 
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LAST GAME: 


Company of Heroes 2 looks 
fantastic. Micro without APM 
wars is a beautiful thing. 


Company of Heroes is not going 
to dethrone Dawn of War 2 as 
my favourite RTS ever, but | 
admit it is growing on me. 


Company of Heroes 2... 
| cannot wait. 


Ladies and Gentlemen, 

your Company of Heroes 2 
Community Manager, 

UPSLynx - i.imgur.com/3lqbV.jpg 
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The best RTS of all time returns 


he traditional big-budget 
[ RTS has gone the way of 

the dodo. EA's big revival 
of Command & Conquer has gone 
free-to-play, likewise Petrogylph’s 
online strategy End of Nations, so 
we thank all that is holy in the world 
for the ambition of THQ and Relic 
Entertainment, as they're throwing 
their collective weight behind a full- 
blooded genre revival in the guise of 
Company of Heroes 2. 

We've already told you about 
how World War 2’s Eastern Front is 
the theatre of choice for the sequel, 
and how Relic are going for a more 
story-based framework for the 
game's campaign, following the 
exploits of a war correspondent 
documenting the conflict between 
Russia and Germany, but what we 
haven't told you is what it’s actually 
like to play, and at Gamescom we 
relished our chance to investigate. 

After hearing about the 
innovations of Truesight, a system 
which shows unit sight-lines 
realistically with obstacles blocking 
vision cones, and the added realism 
of the shiny new Essence 3 engine, 


we were literally batting folks out of 
the way to seize our chance to get 
onto a demo PC, and the pre-Alpha 
code certainly didn't disappoint. 

We sampled two missions, the 
first an introductory level which saw 
regularly reinforced infantry squads 
trying to retake a village from the 
clutches of Nazi forces, and the 
second was a regular two-versus- 
two skirmish match on a monstrous 
map which included more traditional 
RTS elements like base building and 
resource procurement. 

What was clear to us from the first 
moment we saw the game in action 
is that the cinematic grandeur of 
Company of Heroes has been dialled 
up for the sequel. The sounds of 
weapons mixed with a trumpet- 
laden soundtrack gives the action a 
gravitas that most WW2 games lack; a 
reverence and respect to battles past. 
The visuals have taken a big step up 
too, with unit animations much more 
believable, be it soldiers plodding their 
feet through deep snow or huddling 
around fires to stay warm in the cold. 

The first mission notably lacked 
Company of Heroes 2's hypothermia 


scale, which sees unit ability and 
strength drop before eventually 
capitulating when exposed to 
blizzards without any cover, shelter 
or warmth, but it still boasted a 
challenge. With engineer units 
boasting flamethrowers and regular 
infantry armed with rifles and 
grenades, we retook the village 
using flanking manoeuvres and 
precise baiting techniques to snare 
the enemy from the side or behind. 
Watching our men chargrilling 
enemies and setting fire to 
garrisoned buildings was both 
harrowing and empowering. The 
improved unit animations really 
helped to dial up the drama, with 
soldiers sometimes wriggling to 
a slow death or getting propelled 
high into the air when they were 
victims of a well-placed grenade. 
The second map was set around 
the battle of Rzhev, referred to in 
history as ‘The Meat Grinder’ The 
cold locale had three capture points 
split by a frozen river across a giant 


map punctuated with supply points. 


The challenge of the first mission 
was nothing compared to the 
second, with us and an Al helper 


facing off against two other Al 
Generals on a map which regularly 
experienced bitter blizzards that 
would cause infantry to collapse if 
exposed to the elements for too 
long - either by not being ina 
vehicle, keeping warm by Engineer- 
built fires or garrisoning buildings. 
Handily, each unit has a 
temperature gauge and their own 


“Watching our men 
chargrilling enemies 
and setting fire to 


garrisoned buildings 
was both harrowing 
and empowering’ 


squad emblem on the top-right 
of the screen, allowing the camera 
to instantly pan towards them to 
investigate their status, so even with 
the added complication of weather 
it was still easy to prevent leaving 
our forces out in the -40 degree 
conditions. This functionality proved 
absolutely vital and kept losses from 
weather to a minimum, giving us 


plenty of time to think of our plan of 
attack and what units we'd need. 
Like in the previous games, from 
your headquarters you can build an 
array of different facilities in order to 
deliver your own attack strategy. We 
could build a firing range to unlock 
mortar squads for deployment, 
light vehicle factories to produce 
M5 halftracks, T-70m light tank and 
SU76M assault tank, and inevitably 
enough, a heavy vehicle factory 
which unlocked the more powerful 
options like the T34 and SU85 tanks, 
as well as our personal favourite 

the Katyusha long-range rocket 
launcher vehicle. 

Both vehicle factories needed 

to be built in a sequential order, 
which required lots of supply points 
tailored to either fuel or munition, 
which interestingly is now up to the 
players’ choosing — unlike in the first 
game when supply points were 
rigidly either one or the other. This 
subtle change adds a great deal 

of depth to battle, as now you can 
see which unit type the enemy is 
favouring by reconning their lines. 
We talked with Relic about this 
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still debating whether that'll be 
changed for the final release. 

The way vehicles are handled 
also plays into that element of 
unpredictability with tanks and 
troop transporters now able to 
be abandoned by the handlers, 
opening up the possibility of 
enemies procuring them for their 
own needs. This makes losing 
vehicles that much more frustrating, 
as you've not only wasted money, 
you've also delivered new tools right 
to the enemy. 

Even worse though is when 
youre in the middle ofa tank rush, 
using the fragile ice to make your 
way to a supply point, only for an 
enemy mortar barrage to destroy 
the ice underneath your metallic 
battalion, sending them to the cold 
water below. Yes that happened to 
us, and yes we did swear profusely to 
the delight of the developers around 
us, but it didn’t change the fact that 
our 35 minute skirmish was a joy to 
bea part of 

It's clear that Company of Heroes 2 
brings plenty of changes to the 
original's beloved strategy formula 
with Al that’s more dastardly and 


battlefields which feel a core part of 
proceedings rather than just a 
backdrop. We've yet to see exactly 
how the campaign will be carried 
out and how the plot will effectively 
and respectfully communicate the 


sacrifices made on the Eastern Front, 


but if Relic can get that crucial part 
of this experience right then we 
think this could be the best RTS to 
be released since, well, the original 
Company of Heroes actually! Roll on 
the impending RTS revival. m 
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LAST GAME: DARK MESSIAH 


“And this is what you could've done...” 


ike Thief, Hitman and Deus Ex, We were dropped into a level 
OF MIGHT & MAGIC : ’ 
ETA: 12TH OCTOBER ; Dishonored is a game that's called Kaldwin’s Bridge and asked to 
going to test your perception, — kidnap Anton Sokolov, Head of Natural ri 


ingenuity and intelligence. Following Philosophy, in a mission which took 
the proud traditions of PC classics place during the final third of the 
z like Deus Ex, Thief: Dark Shadows and — campaign, so naturally we'll keep the Z 
@dishonored . : : ; ae me 
Like the game, there's a non- Hitman: Blood Money — Dishonored is spoilers to a minimum. The mission 
UespReRVatseorney agame which hinges on perception. involved us infiltrating a high security 
From the first step you take in this facility which housed the good 
@fauxtaku : . oss 
RUMOR: The reason games Dickensian world ruled bya vicious — doctor and a dozen or so guards, 
cost so much is because Susan ri ‘ F 
Sarandon did five minutes of aristocracy and strange Steampunk — witha mass of decrepit real estate 
work in Dishonored. . i +: 
Pa a technology, it becomes clear that surrounding the facility. After a short 
Most anticipated games right the developer, Arkane Studios, introduction we were shown the 


now: Dishonored, Halo 4, 


TOs § §coesn't want to guide you down controls, the different tools available to 


Redemption 2 (someday). 


AD @seanridgeley a linear corridor. Instead they want us and told to go about the scenario 
looking 


iieeaplctes § tO provide interactive playgrounds, _ in any way we wished. 
allowing your powered protagonist To be offered genuine freedom 

to sneak into facilities by possessing — and choice in this kind of big budget 
a rat, jump from rooftop to rooftop —_ release seems like a product of a 
like a more understated Batman, or — bygone age, but having the freedom 
best yet, bend time and space to to sneak around in the shadows, 
teleport into areas that mere mortals — lean out from cover to spot guards 
would find out of reach. and skilfully jump from one window 

Arkane understand player ledge to another in order to access 
empowerment and Corvo Atano a jumping point where we could 


TWEET US @GAMERZINES 


might just be the most powerful bypass the gates into the facility was 
assassin we've ever had the privilege genuinely exhilarating. Sure we did fail 

of puppeteering, yet controlling a few times, and had to resort to using 
the magic/tech-savvy creation was our trusty sword and crossbow to take 
actually more intimidating than we — out guards as we clumsily moved into 
had anticipated. view, but having that much choice > 
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at our fingertips led to us blaming 
ourselves for our own incompetence 
and not the game. 

As youd expect, environmental 
interaction is also key to not being 
seen, be it chucking a vase to 
cause a sound across the room to 


sneak by or rewiring gates so that 
they vaporise any guards foolish to 
move through, and this is further 
heightened by side activities spread 
throughout the environment. 

For instance, outside the facility 
there was a makeshift prison for 
dissidents, made safe by two sharp- 
looking guards. Set the poor souls 
free and they might let you in 
through a secret way into the facility 
or, even better, lead you to some gold, 
health elixirs or runes to upgrade 
your abilities, or you could just walk 
on by. These kinds of incentives 
to explore are commonplace and 
actively encourage experimentation 
and multiple playthroughs as you 
wonder, what would happen if | 
fiddle with these Whale Oil canisters? 
What happens if | possess this guard 
and ride his unconscious carcass 
up to Solokov's rooftop shelter? As 
it happens we couldn't actually do 


that last one, due to possessions only 
lasting a limited time, yet we still had 
lots of fun. 

After our successful mission we 
were then shown the half a dozen 
other entry points into the facility 
and even more methods of staying 
hidden throughout. We had a blast 
going through this mission a couple 
more times testing out the different 
methods of completion, but what 
blew our minds is just how versatile 
and empowering this system is. 
Sure, it’s annoying in a stealth game 
whenever you get discovered, but in 
Dishonored there's always the option 
to go back to a previous checkpoint 
and the tools are powerful enough 
to keep guards at bay — either by 
choking them out, stabbing them in 
the face or carefully lobbing a razer 
grenade into their path. 

Dishonored is a game of options, 
some of the most extravagant and 
cool options we've ever had the 
pleasure of using against silly Al 
guards, and it has a fantastic art style 
and intriguing setting to go along 
with it. Add this release to your 
diaries folks, as this stealth FPS is 
going to be something special. m 
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Gunning for the competitive shooter throne 


PUB: ee, Aes = - Weletot red oe 
DEV: ; :s Q ‘1 et i é 
LAST GAME: W: some franchises cocky, but now these babies are é fj Pr 
reaching their fifth under our control. Well, at least one » 
ETA: iteration, it’s easy to see of them was, and it could be thrown 
why some gamers look at sequels out at any time, but the ability needed : 
y with disdain. However not every several moments to recharge after be 
i 2 game with a number after its label ~~ your computerised gun of death n 
is just after your cash, as some was finished dishing out bullets by a | ee 74 
r Betaetiewisz SH cree) = genuinely build on the founding the dozen, so we're probably getting ) 
Eg “10p-in/out, join/host on-line. principles of a design document ahead of ourselves. 
. making a series far superior to its Rather than dropping us into a 
sere oi ereoneepe arom original attempt. Case in point: mission off the bat, Gearbox spawned 
Yul Borderlands 2. The latest cheeky our version of Axton into the town of 
looter shooter from Gearbox doesn't Sanctuary. Unlike the stale settlements 
a MnEneeE §—exiSt to Merely pad out the margins _ players were usually met with in 
bat ia gk of 2K, instead it's been created from the previous game, Sanctuary was 


the ground up to improve, expand —_ bustling with NPCs meandering 
- to be bundled fepreemm = andadd tothe experience youlost —_ around, and actually created the 
aaa hundreds of hours to back in 2009. _—_ impression of being quite large and > 
And here's a little warning for you, alive. It was hard not to get a RAGE 
you're going to lose more hours all —_-vibe from the town, as guards spoke ¥: 
over again! one-liners while standing next to the 
During our hands-on session we — weapon or ammo vending machines 
rolled out as a level 25 Commando, — which lined the relatively open 
an all-round proficient character in pathways. One vending machine 
combat with one key difference — looked out of place though, an all- 


he can chuck out an upgradable new contraption that allowed endless 
auto-targeting turret. In the first customisation options like new Ss 
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Borderlands turrets were bloody clothes, skins, hats, helmets etc. — all 
annoying, halting your progress as with cleverly punned titles. 

you entered a new area, or crippling It's strange really, as even though 
your vehicle when you got too the town was a significant step > 
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erratically spouting nonsense. 


component of the Borderlands 


to reveal that they're stashed in 
quests like these may or may n 
make you chuckle, but the mo 
served a purpose — to reveal th 


locker which allows a player to 


a locker not five yards away. Silly 


up from the areas seen in the last 
game, it still felt familiar. Marcus was 
still tormenting customers who 
wanted a refund in his gun shop and 
Claptrap was still mulling around 


Humour is still very much a key 


experience, with one easy sidequest 
involving Claptrap giving us a long 
list of items to go and hunt down, 
only for the helpful quest market 


ot 
ment 
e 


location of the settlement's storage 


share any loot they find with a 
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different characters from different 
playthroughs. It would be easy to 
just tell the player this in no uncertain 
terms, (‘Here is your item bank’), but 
where's the fun in that? 
Comedy was absolutely the 

theme our preview session, with 
established characters Roland and 
Lilith telling Axton — now kitted out 


“For a game all about 
loot, a surprising 
amount of attention 
has been paid to 
story development” 


in garb which made him look as 
though he'd just stepped out of Red 
Faction — about an ancient vault that 
holds an Eridian warrior which could 
potentially enslave Pandora if it ever 
fell into the wrong hands. Hearing 
Lilith’s cocksure rhetoric bouncing 
off Roland's simplistic Marine logic 
boasted lots of character. 

For a game all about loot, a 
surprising amount of attention has 
been paid to story development, 
interesting dialogue and character 


evolution. These important 
touches are vital to any single- 
player campaign to stay interesting 
throughout its running time, and 
again the story implementation is 
a big step up from the first game 
which used its loot mechanics to 
excuse a complete lack of plot. 

Anyway, the bantering 
twosome told us that we needed 
to head north to meet Mordecai, 
Borderland's playable Hunter 
character, who has since become 
an NPC member of the Resistance 
faction. We exited the town hub 
and finally got to experience some 
good old-fashioned shooting. 

The snap of the weapons and 
the satisfying enemy animations 
make Borderland 2's combat just 
as Satisfying as its predecessor, 
with random loot goodies joyfully 
leaping out of corpses and the 
Sabre Turret granting regular 
helpings of XP as it cut through 
the enemy riffraff. Despite the 
introduction of that slaughter 
device, the central shooting formula 
hasn't really changed much, nor 
have the separate attack modifiers 
—with players able to coat their foes 


in green toxic goo, cast them in 
ice or set fire to them for damage 
increases and different effects. 
Everything felt tight, with our hero 
required to set fire to the creepy- 
crawly Larval Varkid enemies to 
awaken the sleeping Mordecai, who 
was literally hanging off the side of a 
nearby building nursing an ungodly 
hangover from the night before. 

Fan service aside, the retired > 
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The number of customisation options for each 
class has been dialled up considerably. 


If you played the first 
game you'll run into 
plenty of familiar faces. 


Hunter was really just another rung giant Varkid, which is when we interesting dialogue and funny 

» ‘- on the questing ladder as he told discovered the individual who had scenarios we were presented with. 

j us to go meet a character which been apparently anointed by royalty All of which didn’t compromise the 

completely stole the show. .. Tiny was merely an inanimate doll’s core character development, loot 
Tina. After fighting through bandits, — head. Over the radio the 13-year- collection and exploration motifs 
switching between our four different old hostess told us of more goals which made the first game so iconic. 
weapons — which can now be involving taking down flying vehicles We were also shown a few other 
equipped via an altogether sleeker helmed by bandits overhead new additions, like Badass Rank 
and more straightforward inventory — and harvesting engines to help which is a new level-up system 
interface — we ventured into the lair = —_______ CO sthaat binds buffs like darmage and 
of a quick-speaking trash-talking “A ick fe speed modifiers to the player not 
bite-sized fusion of Harley Quinn quic “Sspea | ng the character and can be stacked 
and Cowboy Bebop’s Edward; it trash-talki ng bite- to reward long-term play with 
isn't an overstatement to say that sized fusion of Harley legitimate combat benefits. 
we've never met an NPC quite like Quinn and Cowboy Whichever way you look at it, 


her. Voiced by Ash Burch, of Hey Ash, Borderlands 2 seems like an infinitely 


Bebop’s Edward” 


Whatcha Playin’? fame, the dialogue superior and more rounded 
was hilarious with cutereferencesto ~~ ~—<“‘<—;SCt*<‘<«*;*;*;‘O™SOCS~ Once thaatt its PEdecessor, with 
disembowelling enemies peppered — her make a teapot, searching out more story to enable gamers 
with nonsense about her wanting Crumpets (they're ‘crunk’ apparently) — playing on their own to have more 
us to be ‘gargon, maitre d’ and and collecting the party's other fun and more of the same loot 
designated driver for her faux tea esteemed guests including the ever- gun-lust propelling progression for 
party, setin a shack surrounded by _ likeable Princess Fluffybutt. potentially hundreds of hours. 
explosives. Not the kind of social Shooters aren't supposed to be Having only played a couple of 
soirée we're used to but whatever. funny, they're supposed to be gritty — hours we can't attest to whether 
One quest dubbed ‘You are and tough, but the writing here that vision is fully realised, but we will 
Cordially Invited’ involved us completely bats against that. When say that the signs are very positive, 
venturing to the local area's highest Gearbox said they were going to and we're counting down the days 
peaks to collect the guest of honour concentrate on story development —_until our next encounter with Tiny 
mit .= ‘Sir Reginald’, who we found after for Borderlands 2we expected abit — Tina. As she would probably say, 
1 le ——— slaying a particularly bothersome of extra colour, not the genuinely Roll on September, bitches!” = 
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HAND 


PUB: 
DEV: A new king of the swingers’? 
LAST GAME: 

wooping through the air, dynamic to the aforementioned red = web-cutting hornets, utilise handily with respawns costing a couple of 
ETA: Si close to the ground —_ and blue Spandex-clad hero, but placed ladybirds to anchor your hundred orbs each time. 

before casting another volley the difference is that he’s just a tiny webbing and stay out of the Alien Spidy is shaping up well, 

y4 of webbing to send you skyward. insignificant arthropod that's trying to thorny undergrowth to keep your with an easy-to-use web control 
q This cinematic trope has a universal _ find his lost girlfriend in the heart of Spidy safe. And that’s not counting scheme and a gentle progression 


au OTE S appeal which games have regularly an extremely dense forest. those pesky mammals punctuated curve, but that isn’t to say it’s shallow. 
tried to emulate. That element of At its core, Alien Spidy shares a throughout levels. The scoring mechanic and its 


danger mixed with skill is something — lot with Sonic the Hedgehog, as accompanying star evaluation will 
that’s inevitably associated with its platformer gameplay is very SWING AWAY sort out the men from the boys, 
CG Atits core, Alien Spider-Man, Bionic Commando = the forgiving, and is geared towards The colourful aesthetic and jovial requiring levels to be played multiple 
Spidy shares a lot list goes on, but so few have nailed collecting magical orbs as quickly music keep the frustration to a times to get the best score, but it isn’t 
eeniatcseespeemm that pixel-perfect control which at as possible around levels, in order minimum when you inevitably time as intimidating as Super Meat Boy. 
as its platform one moment can make you feel to accumulate point modifiers jumps or swings wrong, and that's The key factor for Alien Spidy’s 
gameplay is like the momentum master, and which contribute to your end total helped by your character instantly success will be length and price, but if 
very forgiving 99 the next punish you coldly for not and star rating. The story premise is respawning at nearby checkpoints. Kalypso can keep this nostalgic 


grappling onto something in time. wafer thin, but the natural setting There isn’t a danger of running out release under the all-important £15 
As you can probably guess, is consistently clever. Swinging of lives or anything like that, but price point then they'll have a bona 
Alien Spidy packs a similar swinging around levels you'll need to avoid players are penalised for death fide hit on their hands. m 
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ack in 2010 we had to wait 
for the best part of a year for 
Darksiders to be released on 
PC, while the console masses were 
enjoying their adventures of War 
blissfully. The reason for the delay 
was apparently to optimise code 
for different rigs in terms of visuals 
and performance, but we wouldn't 
be surprised if it was both THQ 

and Vigil Games hedging their bets 
that PC folk might not want to play 
this kind of third-person action 
adventure experience. 

The combat model took the best 
of Devil May Cry and nurtured the 
combo craziness to make it a bit 
more manageable. The game 
structure was very reminiscent of 
Zelda, with an over-world laden with 
dungeons which needed to be 


A 
Doubling down on Death... 
conquered in order to further the 
plot. It was the kind of debut you'd 
expect of a new studio which 
while immensely talented, both in 
environment design and execution, 
suffered from a lack of confidence 
inherent in the game's design. The 
campaign felt too narrow and the 


grandiose Heaven versus Hell 
narrative did come across as a bit 


Fast forward to today and it’s 
abundantly clear that Vigil Games 
are a much more confident outfit, 
not only in terms of their execution 
but also their ambition and 
creativity, as Darksiders Il is every bit 
bigger, better and more beautiful 
than its predecessor, with Death 
assuming the starring role from his 
slow and bulky brother, War. 


email address 
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The plot takes place during the 
hundred years between War's 
slumber after the opening act in 
the first game, with his soul- 
harvesting brother doing his 
upmost to not only save his kin, 
but also resurrect humanity and 
discover the truth behind the 
conspiracy that has seen his 
brother placed in Purgatory. As 
high concept as this biblical 
premise sounds, it’s introduced in a 
methodical manner, which means 
even if you didn't play the original 
Darksiders you'll still feel invested in 
the plot which is supported by a 
sterling orchestral soundtrack and 
fantastic character design. 

To put it simply, Death is just a 
much more interesting character 
than War. He's snarkier, which 
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makes dialogue more entertaining, 
and he’s much quicker and able- 
bodied so the core traversal 
platforming gameplay is much easier 
to buy into. Structurally, Darksiders || 
feels much more open-worldy than 
its predecessor as well, with 
additional dungeons and side-quests 
regularly offering interesting asides 
on the way to completing main 
objectives. It isn’t quite up there with 
Skyrim in terms of wandering off the 
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beaten path, but there's still at least 
20 hours worth of gameplay here 
and that's if you only follow the main 
story and nothing else. There's still 
that problem of characters constantly 
telling you what you'll be doing for 
the next couple of hours — “Well to 
activate the Magical Maguffin X you 
need to go to Dungeon A, defeat the 
boss and then travel to Temple B and 
find the Crown of Destiny” — but the 
breadth of the content means you 
can usually take your time and 
indulge in some wanton exploration 
before tackling the main objective. 
The most startling transformation 
between the first Darksiders and its 
sequel is the combat system, though. 
The addition of numerical values to 
blows literally shows you how much 
value each weapon (either the 
primary scythes or secondary 
weapons) are causing, and seeing 
the numbers rain down on the 
screen, gaining higher and higher 
values as you put together combos 
encourages you to not experiment 
but also validates your choices 
regarding whether you should arm 
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Death with gauntlets, hammers, 
armblades or the immensely slow yet 
skull-crushingly powerful axes. Couple 
this element with the two-tiered skill 
tree, melee-based Harbinger and 


“This system has 
more than enough 
depth to ins Ue 

ai ittle loot lu 


ally-spawning Necromancer, and you 
have a system which offers plenty of 
player expression and choice. And 
that’s not even taking into account 
the loot system which you can utilise 
to swap out different sets of armour 
to make your version of Death 
different from 
others. This system 
has more than 
enough depth to 
inspire a little loot 
lust and the game 
is constantly » M 
rewarding you for 
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assive worlds with lots of different content areas to explore 
Beautiful aesthetic design and solid production values 


your commitment, which makes 
playing Darksiders Il feel very 
impulsive — with that extra dungeon 
run growing increasingly tempting. 

Vigil Games second effort is 
exactly the kind of sequel you want, 
expansive and ambitious yet true to 
the core of what made Darksiders 
such a success. The UI betrays this 
game's console routes, and the 
nature of the gameplay lends itself 
much better to a controller than 
mouse and keyboard but 
functionality wise it’s a solid port. 
This series has gone from being an 
also-ran to one of the gaming's 
heavy hitters and crucially there's 
nothing quite like it on PC. Who 
needs Zelda? We've got Darksiders II 
and you'd be mad to miss it. ml 


The perfect sequel — 
expansive, ambitious 
yet true to the original 
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PROTOTYPE 2 


Radicals final effort before they sail solemnly into the night... 


elayed multi-format releases 
on PC are rather puzzling. 
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PUB: 
DEV: 


LAST GAME: 
RRP: 
ETA: 


excuse that deve 


opers 


extra time to make the 


with higher fideli 


rue. Instead wha 
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platform the best 
bugs, better performance an 


ty, yet 


itcan 


requi 


most 


tirme those excuses don't rea 


ly give the 


re the 


game for our 
be, with zero 


d graphics 
of the 
ly ring 


t we get is a bog- 
standard port, but for the most part 
the gamebreaking compatibi 


lity bugs 


have been fixed. Prototype 2 has 
actually made us appreciate 


yet functional ports, because 


those lazy 
we had 


an absolutely nightmare trying to get 


Radical Entertainment's swan 


work properly. 
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10-minute initial loads, memory 
leaks and random executable failures 
were just the tip of the iceberg for us a 
week after launch, with the biggest 
bug culprit associated with the video 
codec which after the (admittedly 
impressive) intro would just crash. We 
decided to bypass that issue by using 
a save borrowed from another player 
online to get past the first 10 minutes 
and there we began to have some 
fun. The openworld seemed 
suitably dark and gloomy, the new 
protagonist, James Heller, seemed 
appropriately gritty and surprisingly 
not overly happy that his family’s 
indirect killer Alex Mercer is still 
wandering around New York City, but 
again the codec issue reared its ugly 
head as we absorbed the memories 
of a snarky scientist, kicking off yet 
another nifty FMV cinematic which 
then rendered our controls utterly 
useless. Needless to say we weren't 
best pleased. 

Weeks after release, Prototype 2's 
big problems still haven't been solved, 
which forced us to switch to a PC with 
an NVIDIA card, and lo and behold the 
client seemed fine. This is the problem 
with lazy ports, as back in the day you 
could download a demo to see if any 
of these problems caught your system 
out, but in 2012 that opportunity no 
longer exists. 


For what it's worth, we found 
Prototype 2 to be a gritty yet 
uninteresting expansion on the 
themes explored in the first game. 
The new protagonist isn't quite as 
nuanced or conflicted as Mercer, but 


“The new protagonist 
isn't quite as nuanced or 
contlicted as Mercer” 


his abilities sell his significance to this 
series with players now able to utilise 
vehicles and weapons of their enemy, 
rather than just pounding or slicing 
them into a black, fleshy pulp. 
Radicals forte was producing 
throwaway yet 
enjoyable open 
worlds which were 
a joy to tun to 
rubble, and in their 
final game that 
is still the case, 
although the dark 


foreboding town and affinity for swears 
kind of undoes that bright and breezy 
feeling you should experience when 
you toss a tank into a helicopter. 
Despite looking at system specs and 
trailing through forums, we couldn't 
find a solution to Prototype 2's game- 
breaking bugs, and seeing as Radical 
are for all intents and purposes dead, 
we doubt a magical patch will save the 
day. If you're one of the lucky few who 
have a machine which can sidestep 
these issues then youll find Prototype 2 
to be an enjoyable yet ultimately 
disposable open-world game, but if 
you're not then be prepared to say 
goodbye to your hard-earned cash for 
what is a disappointing, lazy port. Sorry 
Radical, you deserved better. m 
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#3) Sandbox games are rarely as empowering 
Lots of bugs which will likely never be fixed 
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THE ELDER SCROLLS V 
SKYRIM: DAWNGUARD 


Vampires, werewolves and crossbows. What more could you ask for? 


hen we played Skyrim we 
weren't exactly thinking: 
wouldn't it be great if this 


game had more content? And we're 
guessing you probably weren't either, 
as you were way too busy exploring 
dungeons, killing dragons and getting 
tempted off the beaten track to worry 
about the grand interplay between 
vampires and werewolves or the 
grander narrative of a civil war coming 


BETHESDA to pass. 

eer einen Skyrim's predecessor Oblivion had 
SCROLLS V: SKYRIM the same problem, yet its expansion 

£13.99 Shivering Isles shirked aside that issue 

OUT NOW by offering something new and 


unseen. It was a bizarre surreal 
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adventure into a land which was the 
polar opposite to what players had 
experienced before, with an entirely 
new land and quests to relish. 
Dawnguard isn't quite the revelation 
Shivering Isles was, instead Bethesda 
have gone down a more traditional 
road with the addition of two new 
conflicting quest-lines, one where you 
become a fully fledged Vampire and 
are welcomed into an aristocratic 
family of self-important arseholes and 
the other as a member of the 
Dawnguard — a faction dedicated to 
killing the aforementioned creatures of 
the night. As narratives go, both are 
relatively satisfying, with moral 


decisions and long treks into 
dungeons punctuating quests. 

We found the Vampire route more 
interesting, thanks to the inclusion of 
one particular character: Serena. Her 


“You're welcomed into 


an aristocratic tamily of 


seltimportant arseholes” 


role as an unwilling heir to the 
bloodsucking throne was both 
intriguing and heartbreaking. Most of 
the Vampires are exactly what you'd 
expect, whiny stuck-up power-hungry 
monsters who are more than ready to 
stab each other to get ahead, but she 
was different. It's strange really, as even 
when wandering around vampire HQ, 
with human slaves being farmed and 
digested on the tables before you, 
Bethesda has still 
engineered some 
resemblance of 
humanity in their 
take on the world’s 
‘Big Bad 


new questlines, 
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As well as the Anewtake onthe Tower Defence concept 
Painfully slow to get going 
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there’s also new skills trees for the 
Vampire and Werewolf and new 
side-quests including an excursion into 
one of Oblivion’s ethereal realms, as 
well as the introduction of dragon scale 
armour, a new mount and crossbows. 
There are still those niggles which 
break the experience, with old 
companions more than happy to work 
with you — even if you have become a 
vampire, but hey it is a Bethesda game. 

Unfortunately Dawnguard isn’t near 
the absurdly high calibre of Shivering 
Isles, but it does represent an ideal 
opportunity to jump back into the best 
game of 2011. It doesn’t stand out 
when compared with the quests seen 
in the rest of Skyrim, but seeing as that 
game packed in so much value, we 
won't begrudge Bethesda for charging 
us a bit extra for what is a well-rounded 
and enjoyable add-on. ™ 


A predictable yet solid 
expansion on Skyrim’s 
successtul formula 
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WAS ALONE 


Proof that not even a siender budget can hold back a good story 


BE THERE, OR BE SQUARE 


PUB: 
DEV: 
LAST GAME: 
RRP: 


EAS 
AVAILABLE FROM: 


Was Alone as yet another minimalist 

entry in the long line of quirky 
indie puzzlers clogging up the Web. 
Thankfully, within seconds of booting 
up TWA's client, the overall quality of 
this budget release shines through, 
with a plot narrated by the ever- 
likeable Danny Wallace and surprisingly 
emotive themes surrounding Al 
routines rebelling against their human 
creators in an unforeseen ‘event’. This 
intriguing premise actually serves the 
basic visual flavour well, allowing both 
the narration and the soundtrack to 
take centre stage in terms of delivering 
the story. The cybertones gives the 


[isa be easy to dismiss Thomas 
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Over the 100 different levels 
(handily broken up into 10 different 


episodes), each of 


the blocks you 


come across are named and given 


personality traits in 


order to 


communicate their different abilities 


effectively. There's 
rectangle John wh 


the long agile 
o can jump really 


far, the dumpy introvert Chris who 


really isn’t good at 
outcast Claire who 
ability of floating o 


anything, and the 
has the curious 
n water. These are 


just three of a dozen or so differently 


abled blocks which, as strange as it 


sounds, you actual 
about and identify 


ly begin to care 
with as you 


carefully navigate them throughout 


themselves are usually only a few 
minutes long and tend to involve 
positioning several blocks one at a 
time to allow the smallest rectangle to 
join their more versatile buddies on 
the way to the portals, located on the 
other side of the map. 


campaign a novel sorrowful feel. 


the game's numerous mazes that are 


= 


filled with traps, 
shifting platforms 
and also byte- 
eating monsters. 
Every few levels, 
players are then 
introduced to anew 
character which 
boasts a new ability 
and a bit more 
of the plot to 
encourage you to 
complete the level 
quickly to get the 
next tasty morsel. 
The levels 
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“The cybertones gives 
the campaign a novel 
sorrowtul feel” 


Controls-wise you can switch 
between the playable characters 
whenever you like and you use the 
directional keys with the Spacebar to 
move around and jump. This simple 
scheme mixed with the 
straightforward nature of the puzzles 
means it’s easy to 
see when you're 
approaching a 
scenario wrong, 
minimising the trial 
and error nature 
which can make 
puzzle games 


sometimes a chore sometimes. Aside 
from the campaign there isn’t much 
else to do, as there's no time trial mode 
or ability to tackle scenarios co- 
operatively with friends, but for the 
price that isn’t a surprise. 

TWA doesn't do much to 
differentiate itself in terms of gameplay, 
but when it comes to setting and story 
it's perfect in many ways. It’s definitive 
proof that you don't need a massive 
budget, a stellar voicecast or even 
character models with faces to 
communicate a compelling story. 

All a game really needs is well-written 
dialogue and a canvas intriguing 
enough for players to project their 
imaginations onto. In that regard 
Thomas Was Alone excels, and it'll stick 
with us for along time to come. m 
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Pitch-perfect storytelling which is much grander than it appears 
Switching between different blocks can seem fiddly at times 
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ABSOLUTION! ‘ 


Agent 47 returns to put the underworld back in order! 
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VISIT GAMERZINES.COM FOR THE LATEST 


NEWS, COMPETITIONS, MAGAZINES 


AND MORE! 
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ISSUE 70 


Subscribe to PCGZine for 
free by entering your email 
address below! 
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Sadly, you've reached the end of this issue. What would you like to do now? 


@ Exit this issue and go and download another magazine? 


g Exit. @ Read the free MMO Games magazine now! 


THEWORLD’SBEST Pyeccnae 
SOCIAL NEWS SITE 
FOR GAMERS! 
news for gamers es 


http://www.n4g.com/ SR ours Monk, CHOKNOW cc suums | “seme | 


“BB 
News 4 Gamers is a news website written by platforms including PlayStation 3, Xbox 360, 
gamers for gamers. Each story is submitted — Wii, PC, DS, PSP and more. 


by a member of the community and ranked When you read a story on N4G, you can 

by popularity. You can comment on each click to go straight out to the full story 

article, and even if you're not a fully fledged = source, making this the ultimate gaming Is PS4 Already 

writer, you can submit news tips for items news site, because it gives you access to the Here? 

you've seen elsewhere on the web! stories from all the games sites on the web, = LOREAL 
The site has sections for all gaming rather than just its own. 


CLICK NOW 
TO CLAIM YOUR | 
FREE SAMPLE! 
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